AREA 51 


CONCEPT APPROVAL 
April 27, 1994 
1:00 PM 
Central Conference Room 


ATTENTION: Doug Coward, Paul Lidberg 
| have provided you with part of the packet 
for the AREA 51 concept approval. | would like 
you to evaluate the story line and game play to see 
how it may work in conjunction with similar Tengen 
products. Initiation is on Wednesday, April 27 @1:00pm. 
Please provide feedback to the following: 
Robert Rowe 
Dan Van Elderen 
Steve Calfee 
Ted Hoff 
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PROJECT SUMMARY 


AREA 51 is a one or two player gun game featuring: 
Cinematic gameplay 
Interactive 3D environment 
Digitized and stop-motion character animations merged into the 3D environment 
CD-ROM technology 
Digitized sounds and music 
Deep story line 
$3300 cost 


SCHEDULE 


¢ Field test on March 6, 1995 
¢ Finished goods on May 30, 1995 


PROJECT DIFFERENTIATION 


AREA 51 is the next generation of cinematic coin-op video games. It is played 
from a first person perspective within a complete 3D environment. Movement within the 
3D environment from the first person perspective generates the look and feel of a 
virtual environment, but with a graphic quality superior to polygon-texture mapped type 
games. A second distinguishing feature of AREA 51 is greater player interaction 
achieved through a new process called double buffering. This is a process by which an 
object is destroyed within the actual video sequence instead of the current method that 
is employed in cinematic gameplay which simply cuts to a death or destruction video 
clip, thereby breaking the flow of gameplay. 


ENABLING TECHNOLOGIES 


The major technical requirements for AREA 51 are mass storage for graphic 
data, a high degree of player interaction, and an acceptable host platform. AREA 51 
will make use of the following hardware and processes to accomplish these design 
ground rules. 
¢ CD-ROM: The enormous graphic storage requirements for AREA 51 will be met 
through the use of a CD-ROM interface. 
¢ Double Buffering: Player interaction is achieved through the double buffering 
technique (see Appendix A). 
¢ Cinepak: Required video compression and decompression will require the use. of 
the Jaguar version of the Cinepak video compression format. 
¢ COJAG: The game will be hosted on the COJAG hardware. 


MESA LOGIC TEAM 


The development team for AREA 51 at Mesa Logic is: 


[2 2 2 er 2 


Robert Weatherby External Producer-Game Designer 
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Bob Roberts Lead Programmer 

TBD Programmer 

Dave Tanner Sounds/Music-Cinematic Consultant 
TBD 3D Artist 

TBD 3D Artist 

TBD 3D Artist 


ATARI GAMES TEAM 


The team for AREA 51 at Atari Games is: 


Rob Rowe Producer 

Derry! DePriest Product manager 
Brian McKee ~~. Engineer 

Darrel Technician 

Pete Kleinow Stop-motion 
TBD Industrial design 
STORY SYNOPSIS 


A crashed alien probe is recovered and taken to a remote secret military 
installation under the Nevada desert for technical evaluation. All contact is lost with the 
base, and it is assumed that an unknown alien force has taken control. You are a 
member of STAAR (Special Technology and Adversary Response), a top-secret 
paramilitary unit created to counteract any highly-advanced threat beyond the 
capabilities of the regular armed forces. Your mission is to penetrate the AREA 51 
complex, to confirm the nature of the threat, and if necessary engage the nuclear 
self-destruct mechanism within the complex. 


THE GAME 


HOW PLAY BEGINS 

Play begins with you and/or your STAAR team playing partner being dropped off 
via a helicopter onto the tarmac just outside the main hangar at AREA 51. Once the 
start button is pressed, a ten to twelve second introductory sequence begins 
choreographing the dropoff. The visible area includes a taxiway/tarmac area where 
AREA 51 personnel gain access to the hangar. Outside the hangar a row of military 
vehicles, several fuel drums, and miscellaneous aircraft machinery and equipment will 
be visible. The surface of the ground will be concrete, with a very much "used” 
appearance (faded markings, skid marks, slightly dirty, etc.). 

Resistance in the form of enemies is immediately encountered outside the 
hangar. Enemies can appear in several ways. They may appear in the conventional 
sense by raising up from behind things, they may run out from behind objects, they may 

be shooting from the military vehicles, etc. As you encounter this barrage of firepower, 
your "viewpoint" is very much cinematic in that your character is striving to make it to 
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the hangar door, thus moving across the tarmac seeking as much protection as 
possible from the enemies. After thirty to forty-five seconds of hectic gameplay, you 
finally make it to the exterior hangar entrance. Just as you appear to be ready to go 
into the hangar, you receive a frantic call from the STAAR team commander advising 
you of incoming enemy air support. You whip around and look upwards only to see 
three or four AREA 51 helicopter gunships commandeered by the enemy pass directly 
above you from over the hangar, swooping down to begin another barrage of firepower 
from the enemies within the gunships. The gunships will also turn towards you and fire 
their weaponry. Of course, you are capable of contending with the gunships by 
blasting away their gun turrets. The enemy helicopters will fire upon you for 
approximately thirty to forty-five seconds, then retreat back over the hangar. Only now 
are you able to enter the hangar. 

The frequency of enemies over time will average about one enemy every one 
and one-half to two seconds. This enemy frequency is much faster than any of the 
American Laser Games titles, it is much more like the frequency of Lethal Enforcers. 
Game design and tuning will dictate the most acceptable rate at which enemies appear. 

AREA 51 is intended to be a suspenseful cinematic game. Lots of firepower, 
explosions, and exciting cinematic sequences will be the intent of the game design. It 
is our intention within the game to intermix fast, frenetic shooting sequences with 
slower, calculated "hunting" sequences. We think a combination of both, if scripted 
properly, will make the game appealing to play. 


HOW A PLAYER DIES (OR LOSES HEALTH) 


The player loses a life (or health) in one of two ways: 

¢ Shooting an innocent victim (see subheading "INNOCENTS") 

* Getting shot by an enemy. 
It has not been determined yet whether each player will have lives or health as his 
measure of how long he plays. If lives are used, the traditional method of representing 
each life with an icon will be used. !f a system of measuring health is used, then the 
traditional approach of using some sort of health meter will be used. Each of these are 
really identical fundamentally, it is just a matter of which method will better support the 
overall theme in a graphical sense. 


GAME PROGRESSION (LINEAR) 


From the hangar the player begins to progress through a series of interconnecting 

buildings, rooms, hallways and tunnels. Examples of different types of rooms include: 
¢ Hangar 

Richly textured tunnels and hallways 

Computer and communications control area 

AREA 51 power generation facility 

Lab area 

Master control area (self-destruct mechanism located here) 


oe¢¢ © @ 


April 23, 1994 Page 3 by: RWW 


PROPRIETARY AND CONFIDENTIAL COPYRIGHT 1994 MESA LOGIC INC. VER. 2.01 


HOW THE GAME ENDS 


The initial concept of the game fell into place by visualizing the ending of the game. 
The ending of the game is not simply meeting face-to-face with the greatest monster of 
all. There is no single final boss that you must face to end the game. The ending of 
the game requires two actions: 

¢ Activate the nuclear self-destruction device 

* Get the "heck outta Dodge” 

After the player has been able to penetrate AREA 51, contribute his share of 
quarters through the use of continues, and ultimately set the internal self-destruct 
mechanism, does the real fun begin. The player must literally run for his life as he 
attempts to exit the complex. Lots of fast moving sequences in which he runs, jumps, 
flies? towards the exit, all the while encountering multiple enemies. Instead of meeting 
a single boss to end the game, the gameplay will become extremely frantic, tense, 
hectic, sirens blaring, the STAAR team commander screaming "You've got 42 seconds 
to get out!", etc. Shooting accuracy and reflex will be at a premium here. The game at 
this point should draw on it's entire cinematic arsenal of techniques to create a very 
suspenseful ending. Once the self-destruct mechanism is activated, we now have all of 
the AREA 51 complex modeled, and therefore can "retrace" our steps throughout the 
entire complex at a more hectic pace. The player ultimately exits the compound, jumps 
on his escape vehicle (helicopter?) and flies off as he sees the AREA 51 complex 
self-destruct into a giant mushroom cloud. 


CHARACTER DESCRIPTIONS 


THE ALIEN: The aliens are humans who have degenerated or are in the 
process of degenerating into a hideous non-human form. The aliens that are loose in 
the complex are composed of the personnel stationed at AREA 51. The types of 
military personnel working at the complex include: 

¢ Camouflaged soldiers 

¢ Engineers and technicians wearing laboratory clothing 

¢ Higher ranking officers 

¢ Personnel in chemical warfare type attire 

¢ Personnel in flight suits : 
The process of degeneration is not reversible, altering the human into a mindiess, 
savage monster that does the evil work of some hidden intelligence. The resulting 
creature possesses the intelligence to use weaponry (and possibly fabricate new ones), 
operate vehicles and machinery, etc. However, it's only purpose is to propagate and 
defend the spread of the alien take over. During the course of gameplay, all types of 
base personnel in various stages of transformation will be encountered. 


THE ALIEN'S TRANSFORMATION: The transformation from human to alien is 
rapid and permanent. In the initial stages of transformation the alien retains a 
significant amount of the human form, but is very recognizable as a human in transition 
to alien form. In the later stages of degeneration the alien is hardly recognizable as 
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human at all. Encountered deep into the complex, these aliens will be much more 
formidable than the ones encountered at the start of the game. In the final stage of 
degeneration, the creature is totally alien with no human characteristics at all. 


WEAPONRY 

THE ALIEN'S FIREPOWER: The alien weaponry is a laser-type weapon of 
varying lethality and rate of fire. These weapons will range from laser assault rifles to 
more formidable fixed gun positions placed at strategic points throughout the 
installation. 

THE PLAYERS’ WEAPONRY: The players' firepower consists of laser-type 
weapons. Various upgrades to the base weapon will be available during gameplay. An 
important technical problem to point out is that there will most likely be no visual 
feedback for the trajectory for the shot. Due to the technical nature of the proposed 
gun control, displaying the trajectory of each players’ shot might introduce an 
unreasonable delay. Since this is a precision shooting game, accuracy and immediate 
visual results are most important, therefore the time lag in displaying the shot 
trajectories seems to be unacceptable. 


INNOCENTS 

The innocents in the game are comprised of installation personne! who have not 
yet been taken over by the alien presence. They appear within the game in a similar 
fashion as the innocent victims in Lethal Enforcer. 


SCORING 

Each player will get points by shooting enemies and interacting with the 
playfield. There will be bonus points awarded for completing each sequence and for 
shooting with a high degree of accuracy. 


THE STAAR TEAM COMMANDER 


Along with the expected assortment of shot sounds, explosions, etc., the game 
will make extensive use of voice communication between the STAAR team commander 
(located off site) and the players. The STAAR team commander is the players’ 
guidance throughout AREA 51. The commander will stay in constant communication 
with the members of the STAAR team, providing both instructional advice, warnings of 
impending enemy attacks, and even possibly humorous conversations with the players 
as they penetrate AREA 51. The intent of the commander's voice is to use lots of 
"military-speak", with a narrow-band, static-like sound similar to those communications 
one hears between jet fighters. 


HARDWARE/SOFTWARE 
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AREA 51 will use the Atari Jaguar hardware with CD-ROM interface. The 
project will begin by using the development system provided by Atari Corporation. In 
July (see the accompanying schedule) it is the team's intention to switch to the COJAG 
development system proposed by Atari Games. All music and sound effects is 
intended to be played back using the existing Jaguar sound and music technology. 
CH31 is not planned on being used at this point. 

The 25-inch Wells-Gardner monitor seems to be the monitor of choice. Atari 
Games needs to establish whether this is the correct monitor for AREA 51. 


CONTROLS 


Each player will have a single hand-held laser weapon. The shooting accuracy 
and optics of the existing Bounty Hunter gun is quite acceptable. However, the 
physical appearance of the gun (.45 automatic) does not lend itself to the 
techno-futuristic look of AREA 51. The weapon needs to be slightly larger, heavier, 
and more "laser-like" in appearance. This proposed change has not been thoroughly 
discussed with the gun interface design group, and therefore should be given 
immediate consideration. The team has evaluated other manufacturers guns, and one 
feature that is somewhat confusing to use is the American Laser Games gun interface 
with the internal (mercury?) switch that reloads the gun when pointed downward. The 
design team prefers the conventional "reloading" technique used by the Konami gun; 
that of pointing the gun away from the screen. 

Each player will also have a start button. 


DEVELOPMENT PROCESS 


ANIMATION 


The background graphics will be generated using three-dimensional modeling 
software. The preferred software package to be used is Autodesk 3D Studio. All of the 
AREA 51 modeling will take place using 3D Studio. All of the AREA 51 scripting 
(movement of the camera) will also take place using 3D Studio. It is important to note 
that our double buffering technique of displaying background information requires a 
two-pass render, thus doubling our render time. We are investigating any other 
alternatives as to how we can speed up our render times. 3D Studio will also be used 
to generate objects that are “in" the scenes. Rendered background task scheduling 
can be found within the AREA 51 master schedule included in this document. 

Character refinement and costume design have been given careful consideration 
within the schedule. Derry! DePriest has expressed an interest in assisting with the 
design of the characters and costumes, so we have allowed a five week period in the 
schedule for implementing the character design (refer to AREA 51 schedule). The 
evolution of the characters and associated tasks are as follows (each of these appear 
in the master AREA 51 schedule): 

¢ Design characters 
¢ Design costumes for digitized actors 
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Design puppets for stop-motion 
Build costumes 
Build puppets 
Digitize and process characters from Sequence 1 
Implement characters from Sequence 1 
Video capture and process stop-motion 
Digitize and process characters from Sequences 2 through 5 
Implement characters from Sequences 2 through 5 

it is the design teams intention to shoot 20% of the total animation sequences 
(Sequence 1) and implement those into a complete, playable version of the game (see 
schedule). This will allow us a margin of error that we feel is necessary. If any design 
flaws exist in the character animation video shoot (direction, lighting, technique, ?), we 
will expose those early within the schedule. The team can then address those flaws, 
make the necessary changes, and it will have only affected 20% (or less) of the video 
effort. Then the team can proceed with the remaining 80% effort and complete that 
mostly risk-free. 
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PROGRAMMING 


The development resources that will be required for AREA 51 are the Jaguar 
development system, the Jaguar CD-ROM development system, and the COJAG 
development system. These systems must be delivered to Mesa Logic on or prior to 
their associated delivery milestones in order not to effect the schedule. 

The initial programming effort begins on the Jaguar development system which 
is already in house at Mesa Logic. The major thrust of this effort is to generate the 
required low level routines. These routines should not change to any significant 
degree with the rehost onto the COJAG system. The second major effort is integrating 
the CD-ROM interface and the setup of the CD-ROM development system. Once the 
CD-ROM capability is established, work on the integration of the Cinepak video 
compression technology can begin. The Cinepak effort should end before the delivery 
of the COJAG development system. Once the software is rehosted on the COJAG 
hardware, the rest of the programming effort will be on that system. 

The programmer for AREA 51 will be Bob Roberts and a second programmer to 
be determined soon. 


AUDIO 


The majority of the sound effort is to provide the game with an appropriate music 
and sound backdrop during gameplay. Using a movie analogy, this is essentially the 
music score and soundtrack for the game. The development resources available for 
the sound and music production include both PC based sound production as well as 
studio based sound production. The "score" will be composed of appropriate music, 
sound effects, and background radio chatter as required to set the tone of the game. 
This soundtrack will be digitized and play back off of CD along with the video. Other 
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